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By Lathreas | April 30, 2023 


A small project update for the Anatomy 
Re-engineering Framework! 


To recap, we need a CAD tool for answering 
our strategically critical anatomical 
engineering questions. Normal CAD tools 
unfortunately aren’t good at representing 
smooth, functional anatomical data, so we are 
developing our own. 


Moving on to the facial region: 
representing irregular bones 

For this past while, we have mostly focused on 
the elbow region to test and implement a 
working principle of long bones. We set out to 
find a consistent representation of irregular 
bones that would not lead to problems down 
the line. Now that we have done all of this 
experimentation, it seems that we have made 
a small breakthrough in how we can best 
represent irregular bones for functional 
editing! You can read more about this in our 


full project update. 
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The area highlighted in yellow represents one 
anatomical surface. Note that the jaw does not 
yet use the parametrized model and is 
triangulated. 


Excitingly, this has allowed us to make a 
beginning of representing the bones of the 
skull - which are incredibly important for 
engineering, say, the anatomy of an anthro 
snout. We will soon begin exploring if this 
representation is powerful enough for us to 
create such a shape, and to smoothly deform 
the skull in that direction. This may require 
re-examining each bone’s topology to ensure 
enough control points exist to represent the 
much larger shape of a snout. 


Muscles 

We have some similar advancements in 
muscles. Previously, we had implemented 
muscle tissue as a series of fascicles that were 
aligned next to each other. Although this 
approach produced some appealing images, 
getting each string to align turned out to be 
difficult due to limitations in Blender’s strand 
system. We are now investigating a model 
where alignment is implicit to the model, 
because all vertices are already connected to 
each other! This approach is known as a 
“continuum model”, which offers several 
benefits and is relatively easy to switch to. 


Fancy picture of a muscle textured using the 


gradient defined by the UV parameterization. 
The user can smoothly define regions on the 


muscle as tendons, displayed in a white 
texture. The grooved texture is currently for 
visualization purposes only. 

User interface 
We're getting closer and closer to something 
that's not just a demonstration, but a usable 
product. And that means we can and should 
start focusing on the user interface too. 
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The bone properties panel, which allows the 
user to add, remove, 
and edit joints linked to bones. 


I've added the beginning of a user interface 
for adding and editing anatomical joints on 
existing anatomical bone objects. 


We also have some lovely work on UI by Pine, 
who contributed the mode-switching system 
that allows the user to switch between 
viewing and editing bones, or muscles, or skin. 
This will be very important for the users to be 
able to cleanly work and focus on the parts 
that they are engineering, which otherwise 
would be hidden under the noise. Thank you 
Pine! 


Looking forward 

Now that we have the conceptual model of 
irregular bones in place, we can move towards 
finishing the entire skull, implementing 
sutures, and then examining the shape of an 
anthropomorphic skull. We will also soon 
implement the simulations of soft tissue, like 
muscles, to ensure they won't intersect bones 
or other muscles during editing. 


See the full research update here! 


Research Day talks on 
May 6th 


By Zennith | April 30, 2023 


What scientific challenges are we taking on, 
and how are we addressing them? How will 
our work help achieve freedom of form? And 
of course, how long will it be until you can get 
a tail? Join us on May 6th for our first 
Research Day event for 3 different 
presentations, where we will start to answer 
those and other questions! 


I'll personally be kicking off the Research Day 
with a short slideshow, taking a look ahead at 
our strategy for the next few years. Our 
outlook has matured quite a bit over the past 
2 years, and were much more confident in the 
specific projects we need to prioritize. The 
short version is that the biggest technical 
risks are mainly in creating tails, modifying 
craniofacial structure, and creating 


fur/feathers/scales. Those anatomical 
features will take the longest to get right, and 
are therefore rate-limiting for full 
anthropomorphic transformations. 


Next up will be Bleddyn, who will be giving an 
overview of the Enhanced Tail Project. The 
project team has the vision of creating tails 
that sense what the user is doing, and move in 
ways that so natural that the user forgets it’s 
an artificial device. The team has been 
developing a way to detect electrical charges 
produced by your muscles when you move, 
and interpreting those signals to decide how 
the tail should move. In a noisy, moving 
environment, this is trickier than it sounds! 
We have some exciting developments to 
share, and have even started sourcing very 
early-prototype custom circuit boards. 


Coltyn will be giving the third talk, sharing 
details about their early-stage project that is 
serving as our kick-off point for ultimately 
modifying the appearance of eyes. Such 
modifications might include differently 
shaped pupils, larger irises, and differently 
colored tissues. While some precedent exists, 
such as procedures performed by body 
modification artists, we expect that new 
techniques will have to be developed or 
borrowed from other fields, while keeping the 
eye’s basic biology in mind. 


We'll be hosting this event on our Discord 
server on Saturday, May 6th, 2023 starting at 
the time below and going ~60-90 minutes: 


Los Angeles, USA 2:00 pm PDT 
Chicago, USA 4:00 pm CDT 
New York, USA 3:00 pm EDT 
London, United Kingdom 10:00 pm BST 
Berlin, Germany 11:00 pm CEST 


We hope you can join us and participate in the 
discussion! Still, if that time doesn’t work for 
you, we'll be posting recordings afterwards. 
They will only be posted privately however, 
since we wont be editing them before 
posting, and we want to keep the focus on 
having a great discussion without worrying 
about recording quality. 


Oh, and one more thing - if these 3 talks 
weren't enough, we'll be having 2 more 
research talks in a few weeks hosted by 
Lathreas and Tiltwolf! As well, we'll be hosting 
an informal gender Q&A discussion led by Nix 
and Elapids around mid-late May. As soon as 
final details get locked in, we'll let you know. :3 


Hopping into Spring: 
Community Events in 
the most bunny-themed 


season 
By Hyper | April 30, 2023 


We're really getting back into the swing of 
things this spring with a variety of new and 
exciting events! We started off the season by 
watching “Wolfwalkers’, a beautifully 
animated 2d family film about ~~therians~~ 
celtic werewolves. Made by the famous studio 
Cartoon Saloon, It came out in 2020 and has 
won several awards. I think the attendants 
really enjoyed it :) 


Part way through April we started a minecraft 
server. It’s not modded, but most of the 
participants have client-side mods for custom 
skins (like adding tails~). It’s only been active 
for a week so far, but it's already forming a 
lovely little community around spawn. It’s 
never too late to join if you want to play, so go 
to #request-roles and get the event role! We'll 
be waiting ;3 


Although I’m not involved directly with the 
planning, we'll also be hosting a research day 
next month where we'll get to hear from all 
the research projects on their progress. And I 
hear Nix is planning something for the gender 
project too. A tad more informative than a 
newsletter, so be sure to join our discord and 
attend the event!! :D 


If you're curious about potentially joining in, 
check out our server joining process here! 


